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VIDEO GAME APPARATUS AND METHOD 
AND STORAGE MEDIUM 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 

The present invention relates to a video game, and more 
particularly, to a technique for designating one or more 
enerny characters to be attacked. 

2. Description of the Related Art 
There are various kinds of video games. In some of them, 

a player character operated by a player and enerny characters 
controlled by a computer ?ght a baffle. 

In the video games Where the battle betWeen the player 
character and the enemy characters is controlled, processing 
is required for designating, among the enemy characters in 
the battle, one or more enerny characters to be attacked neXt 
by the player character in accordance With predeterrnined 
factors. 

For designating an enemy character to be attacked, there 
are available, for example, such methods, Wherein an enemy 
character to be attacked is designated arnong enerny char 
acters depending on an operation inputted by a player, and 
Wherein an attack area of ?xed shape and siZe representing 
a range Where an attack by a player character is effective is 
displayed so that one or more enerny characters located in 
the displayed attack area are designated as attack targets. 

Then, processing, such as calculating damages caused by 
attacks and producing images and sounds, is eXecuted for the 
battle betWeen the player character and one or more desig 
nated enerny characters. The enemy character designation 
among the enemy characters for the neXt attack is an 
important strategic factor for the battle. 

For enhancing the attractiveness of the video games 
Wherein a battle betWeen a player character and enerny 
characters is controlled, it is desirable to improve a desig 
nation manner of one or more enerny characters to be 

attacked. 

SUMMARY OF THE INVENTION 

Therefore, it is an object of the present invention to 
provide a video game Wherein a designation manner of one 
or more enerny characters to be attacked is changed depend 
ing on Whether a player character possesses a predetermined 
itern. 

According to one aspect of the present invention, there is 
provided a video game apparatus for playing a video game 
Wherein a battle is made betWeen a ?rst and a second 
character, the apparatus comprising storage means for stor 
ing an item and an attack area corresponding to each of 
attacks eXecutable by the ?rst character; detecting means for, 
When one of the attacks is designated in response to an 
operation inputted by a player, detecting Whether the ?rst 
character possesses one of the items Which is stored in the 
storage means so as to correspond to the designated attack; 
area displaying means for, When the detecting means detects 
that the ?rst character possesses the one of the items, 
displaying one of the attack areas Which is stored in the 
storage means so as to correspond to the designated attack; 
and attack alloWing means for alloWing the ?rst character to 
attack the second character When the second character is 
located in the one of the attack areas displayed by the area 
displaying means. 

In the foregoing video game apparatus, When an attack is 
designated during a battle betWeen characters, it is detected 
Whether a predetermined character possesses an item corre 
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2 
sponding to the designated attack. If such an item is 
possessed, an attack area corresponding to the designated 
attack is displayed so that the predetermined character is 
alloWed to attack one or more characters located in the 
displayed attack area. Thus, depending on Whether the 
predetermined character possesses an item corresponding to 
a designated attack, an attack area may be displayed or may 
not be displayed. This enhances the attractiveness of the 
game. 

Further, an attack area to be displayed differs correspond 
ing to a designated attack. Accordingly, an area Where an 
attack is alloWed differs depending on a kind of attack. This 
also enhances the attractiveness of the game. 

In the foregoing video game apparatus, it may be arranged 
that the area displaying rneans moves a display position of 
the one of the attack areas In response to an operation 
inputted by the player. 

In this case, one or more characters located in a displayed 
attack area can be changed by moving a display position 
thereof. 

Thus, designation of one or more characters to be attacked 
can be easily changed. 

According to another aspect of the present invention, 
there is provided a video game apparatus for playing a video 
game Wherein a battle is made betWeen characters, the 
apparatus comprising means for displaying an image shoW 
ing a battle state betWeen the characters in response to an 
operation inputted by a player; means for displaying an 
attack area on the displayed irnage; means for moving the 
attack area folloWing a predetermined rule in response to an 
operation inputted by the player; means for, When at least 
one of the characters is located in the attack area, changing 
a display manner of the at least one of the characters; and 
means for speci?ying as an attack target the at least one of 
the characters Whose display manner is changed. 

In this video game apparatus, When an attack area is 
moved so that a character is located in the attack area, a 
display manner of the character is changed. Thus, a character 
to be attacked is made clear visually. 

According to another aspect of the present invention, 
there is provided a method of playing a video game Wherein 
a battle is made betWeen a ?rst and a second character, the 
method comprising a detecting step for, When an attack to be 
made by the ?rst character is designated in response to an 
operation inputted by a player, detecting Whether the ?rst 
character possesses an item Which is stored in advance 
corresponding to the designated attack; an area displaying 
step for, When the detecting step detects that the ?rst 
character possesses the item, displaying an attack area Which 
is stored in advance corresponding to the designated attack; 
and an attack alloWing step for alloWing the ?rst character to 
attack the second character When the second character is 
located in the attack area displayed at the area displaying 
step. 

In the foregoing method, it may be arranged that the area 
displaying step moves a display position of the attack area 
in response to an operation inputted by the player. 

According to another aspect of the present invention, 
there is provided a method of playing a video game Wherein 
a battle is made betWeen characters, the method comprising 
a step for displaying an image shoWing a battle state betWeen 
the characters in response to an operation inputted by a 
player; a step for displaying an attack area on the displayed 
image; a step for moving the attack area folloWing a pre 
determined rule in response to an operation inputted by the 
player; a step for, When at least one of the characters is 
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located in the attack area, changing a display manner of the 
at least one of the characters; and a step for speci?ying as an 
attack target the at least one of the characters Whose display 
manner is changed. 
By using a computer to execute the foregoing steps, the 

same effects can be achieved as those achieved by the 
foregoing video game apparatus. 

According to another aspect of the present invention, 
there is provided a computer-readable storage medium stor 
ing a program for causing a computer to execute a video 
game Wherein a battle is made betWeen a ?rst and a second 
character, the program comprising a detecting step for, When 
an attack to be made by the ?rst character is designated in 
response to an operation inputted by a player, detecting 
Whether the ?rst character possesses an item Which is stored 
in advance corresponding to the designated attack; an area 
displaying step for, When the detecting step detects that the 
?rst character possesses the item, displaying an attack area 
Which is stored in advance corresponding to the designated 
attack; and an attack alloWing step for alloWing the ?rst 
character to attack the second character When the second 
character is located in the attack area displayed at the area 
displaying step. 

In the foregoing computer-readable storage medium, it 
may be arranged that the area displaying step moves a 
display position of the attack area in response to an operation 
inputted by the player. 

According to another aspect of the present invention, 
there is provided a computer-readable storage medium stor 
ing a program for causing a computer to execute a video 
game Wherein a battle is made betWeen characters, the 
program comprising a step for displaying an image shoWing 
a battle state betWeen the characters in response to an 
operation inputted by a player; a step for displaying an attack 
area on the displayed image; a step for moving the attack 
area folloWing a predetermined rule in response to an 
operation inputted by the player; a step for, When at least one 
of the characters is located in the attack area, changing a 
display manner of the at least one of the characters; and a 
step for specifying as an attack target the at least one of the 
characters Whose display manner is changed. 
By causing the computer to read the program stored in the 

storage medium, the foregoing video game apparatus can be 
realiZed. Accordingly, the storage medium can be distributed 
and sold as a softWare product independently of the hard 
Ware. 

The foregoing program may be embodied in a carrier 
Wave as a computer data signal, so as to be electronically 
distributed and sold via a netWork or the like as a softWare 
product independently of the hardWare. 

Speci?cally, the computer data signal is embodied in a 
carrier Wave and includes a program for causing a computer 
to execute a video game Wherein a battle is made betWeen 
a ?rst and a second character, the computer data signal 
comprising a detecting step for, When an attack to be made 
by the ?rst character is designated in response to an opera 
tion inputted by a player, detecting Whether the ?rst char 
acter possesses an item Which is stored in advance corre 
sponding to the designated attack; an area displaying step 
for, When the detecting step detects that the ?rst character 
possesses the item, displaying an attack area Which is stored 
in advance corresponding to the designated attack; and an 
attack alloWing step for alloWing the ?rst character to attack 
the second character When the second character is located in 
the attack area displayed at the area displaying step. 

BRIEF DESCRIPTION OF THE DRAWINGS 

The present invention Will be understood more fully from 
the detailed description given hereinbeloW, taken in con 
junction With the accompanying drawings 
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4 
In the draWings: 
FIG. 1 is a block diagram shoWing the Whole con?gura 

tion of a video game apparatus to Which the present inven 
tion is applied; 

FIG. 2 is a schematic vieW shoWing areas allocated to a 
RAM shoWn in FIG. 1; 

FIG. 3 is a schematic vieW of a battle control table stored 
in an associated data storage area of the RAM shoWn in FIG. 

1; 
FIG. 4 is a schematic vieW of an attack area setting table 

stored in the associated data storage area of the RAM shoWn 
in FIG. 1; 

FIG. 5 is a schematic vieW of an attack area When an 

“area” item is “?reball”; 
FIG. 6 is a schematic vieW of an attack area When an 

“area” item is “thunder cross”; 
FIG. 7 is a ?oWchart shoWing a battle process; 

FIG. 8 is a ?oWchart shoWing a single enemy designation 
mode process; 

FIGS. 9 and 10 are schematic vieWs of a display transition 
example in the single enemy designation mode; 

FIG. 11 is a ?oWchart shoWing an area designation mode 
process; and 

FIGS. 12 and 13 are schematic vieWs of a display tran 
sition example in the area designation mode. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENT 

NoW, a preferred embodiment of the present invention 
Will be described hereinbeloW With reference to the accom 
panying drawings. In this embodiment, the present invention 
is applied to a home-use video game apparatus. HoWever, 
the present invention is not limited to the home-use video 
game apparatus. 

FIG. 1 is a block diagram shoWing a con?guration of a 
video game apparatus 1 according to the preferred embodi 
ment of the present invention. As shoWn in FIG. 1, the video 
game apparatus 1 comprises a body 2, an input device 3, a 
memory card 5, a CD-ROM 4 and an output device 6, for 
example. 
The body 2 of video game apparatus 1 comprises, for 

example, a controller 11, a RAM (random access memory) 
12, an interface 13, a sound processor 14, a graphics 
processor 15, a CD-ROM (compact disk read only memory) 
drive 16 and a communication interface 17, Which are 
mutually connected to each other via a bus 18. The 
CD-ROM 4 is loaded into and unloaded from the CD-ROM 
drive 16. 

The controller 11 includes a CPU (central processing unit) 
and a ROM (read only memory) storing basic programs such 
as a boot program and an OS (operating system) and 
executes a program stored in the RAM 12 so as to implement 
processing for the progress of a game. The controller 11 
controls operations of the foregoing sections 12 to 17 of the 
body 2. 

The RAM 12 is used as a main memory of the body 2 and 
stores the program and data necessary for controlling the 
game progress transferred from the CD-ROM 4. The RAM 
12 is also used as a Work area upon execution of the 
program. Areas allocated to the RAM 12 and data stored 
therein Will be described later in detail. 

To the interface 13, the input device 3 and the memory 
card 5 are detachably connected. The interface 13 controls 
data exchange betWeen the exterior components, i.e. the 
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input device 3 and the memory card 5, and the interior 
components, ie the controller 11 and the RAM 12. The 
Input device 3 is provided With direction keys and various 
buttons. When a player operates those keys and buttons, 
commands necessary for controlling the progress of the 
game, such as moving commands or motion commands to a 
player character, are inputted. The memory card 5 is used for 
saving data indicative of the progress state of the game. 

In response to a command from the controller 11, the 
sound processor 14 implements processing for reproducing 
sound data such as BGM (background music) and sound 
effect depending on the progress state of the game, and 
outputs a sound signal to the output device 6. 

In response to a command from the controller 11, the 
graphics processor 15 implements three-dimensional 
graphic processing to produce image data according to the 
progress state of the game. The graphics processor 15 adds 
a predetermined synchroniZation signal to the produced 
image data and outputs a video signal to the output device 
6. 

In response to a command from the controller 11, the 
CD-ROM drive 16 drives the CD-ROM 4 loaded therein so 
as to transfer the program and data stored in the CD-ROM 
4 to the RAM 12 via the bus 18. 

The communication interface 17 is connected to an exter 
nal netWork 100 via a communication cable 99 and, in 
response to a command from the controller 11, implements 
processing for data exchange With respect to the external 
netWork 100. 

The CD-ROM 4 stores the program and data necessary for 
controlling the progress of the game. The CD-ROM 4 is 
driven by the CD-ROM drive 16 so that the stored program 
and data are read out. The program and data read from the 
CD-ROM 4 are transferred from the CD-ROM drive 16 to 
the RAM 12 via the bus 18. 

The output device 6 comprises a display unit having a 
CRT (cathode ray tube) for displaying an image based on a 
video signal from the graphics processor 15, and a speaker 
for outputting a sound based on a sound signal from the 
sound processor 14. Normally, a television is used for the 
output device 6. 
NoW, the areas allocated to the RAM 12 and the data 

stored therein Will be described in detail. 
FIG. 2 is a schematic vieW shoWing the areas allocated to 

the RAM 12. As shoWn in FIG. 2, a program storage area 
12a, an associated data storage area 12b and a Work area 12c 
are allocated to the RAM 12. The program and data stored 
in those areas 12a to 12c are read from the CD-ROM 4 by 
the CD-ROM drive 16 and transferred to the RAM 12 under 
the control of the controller 11. 

The program storage area 12a stores the program neces 
sary for execution of the game, such as a program repre 
sented by a later-described ?owchart. 

The associated data storage area 12b stores various data 
for controlling a battle betWeen a player character and 
enemy characters. Those data are stored in the form of a 
battle control table 20 and an attack area setting table 21. 

The Work area 12c successively stores other image data 
and sound data Which become necessary during execution of 
the game. 

FIG. 3 is a schematic vieW shoWing the battle control 
table 20 stored in the associated data storage area 12b. As 
shoWn in the ?gure, the battle control table 20 is provided 
With a column 20a for storing coordinate data of the player 
character, a column 20b for storing displayed enemy char 
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6 
acter data, and a column 20c for storing names of “area” 
items possessed by the player character. 
The player character coordinate data column 20a stores 

coordinate data representing a current position of the player 
character. Speci?cally, if, as shoWn in FIG. 5, coordinate 
data representing a current position of a player character 62 
is “P0(X0,Y0,Z0)”, “P0(X0,Y0,Z0)” is stored. This coordinate 
data is used as reference position data When setting an attack 
area. 

The displayed enemy character data column 20b stores a 
name and three-dimensional coordinate data representing a 
current position of each of enemy characters displayed on a 
screen of the display unit of the output device 6. These data 
are used in a later-described area designation mode process 
for judging Whether there are one or more enemy characters 
in an attack area. 

The possessed “area” item column 20c stores names of 
“area” items currently possessed by the player character. 
When possessed by the player character, an “area” item 
alloWs the player to designate one or more enemy characters 
to be attacked in the area designation mode When the player 
character makes a magic attack corresponding to the pos 
sessed “area” item. 

FIG. 4 is a schematic vieW shoWing the attack area setting 
table 21 stored in the associated data storage area 12b. As 
shoWn in the ?gure, the attack area setting table 21 is 
provided With a column 21a for storing names of magics, a 
column 21b for storing names of “area” items, and a column 
21c for storing attack area data. The magic column 21a 
stores names of magic attacks Which are executable by the 
player character in response to an operation inputted by the 
player. The “area” item column 21b stores names of “area” 
items corresponding to the respective magic attacks stored in 
the magic column 21a. The attack area data column 21c 
stores shape and siZe data of attack areas corresponding to 
the respective “area” items stored in the “area” item column 
21b. 
When one of the magic attacks stored in the magic column 

21a is designated in accordance With an operation inputted 
by the player and a corresponding “area” item stored in the 
“area” item column 21b is possessed by the player character, 
corresponding attack area data is read from the attack area 
data column 21c so as to set an attack area. 

For example, if the player designates a magic attack “?re” 
and the player character possesses a corresponding “area” 
item “?reball”, the shape “square” and siZe “(3x3)” are read 
out as attack area data from the attack area setting table 21. 
Then, a display process is carried out based on the attack 
area data thus read out. As a result, as shoWn in FIG. 5, a 
square attack area 65 having the siZe of three unit squares by 
three unit squares (3x3) is set With respect to the coordinate 
data P0(X0,Y0,Z0) of the player character 62. In this case, the 
player character 62 can make an attack in the area designa 
tion mode Wherein all enemy characters located Within the 
attack area 65 are targets of the attack. 

Similarly, for example, if the player designates a magic 
attack “thunder” and the player character possesses a cor 
responding “area” item “thunder cross”, the shape “cross” 
and siZe “(5x5)” are read out as attack area data from the 
attack area setting table 21. Then, a display process is carried 
out based on the attack area data thus read out. As a result, 
as shoWn in FIG. 6, a cross-shaped attack area 65 having the 
siZe of ?ve unit squares by ?ve unit squares (5 x5) is set With 
respect to the coordinate data P0(X0,Y0,Z0) of the player 
character 62. Also in this case, the player character 62 can 
make an attack in the area designation mode Wherein all 
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enemy characters located Within the attack area 65 are 
targets of the attack. 
On the other hand, if the player character does not possess 

an “area” item corresponding to a designated magic attack, 
i.e. if “?reball” is not possessed When the magic attack “?re” 
is designated or if “thunder cross” is not possessed When the 
magic attack “thunder” is designated, the attack area data is 
not read out. Thus, an attack in the area designation mode 
can not be carried out. In this case, only a single enemy 
character is designated as an attack target using a cursor in 
a single enemy designation mode. The enemy character 
designation according to the area designation mode and the 
single enemy designation mode Will be described later in 
detail With reference to ?oWcharts. 

The player character can obtain “area” items in the 
folloWing cases: 
(1) The number of times of having used a Weapon or armor 
item reaches a predetermined value so that the Weapon or 
armor item is broken to be an “area” item; 
(2) An “area” item is given to the player character When a 
particular event is cleared; 
(3) The player operates the player character to pick up an 
“area” item arranged at a predetermined position on a ?eld 
area 61. 

NoW, the processing executed by the controller 11 in the 
video game apparatus 1 Will be described. Upon starting up 
the body 2, the OS stored in the ROM and the program 
(game program) and data stored in the CD-ROM 4 for 
execution of the game are read into the areas 12a to 12c of 
the RAM 12 according to the boot program stored in the 
ROM. 

Thereafter, the processing for execution of the game is 
started according to the game program, Wherein When a 
battle state betWeen a player character and an enemy char 
acter is detected, the controller 11 executes a battle process 
represented by a ?oWchart shoWn in FIG. 7. The battle 
process Will be described in detail hereinbeloW. Control 
operations executed in the video game apparatus 1 include 
those operations Which are actually controlled by coopera 
tion betWeen the controller 11 and other circuits. HoWever, 
for brevity of description, the folloWing explanation Will be 
given assuming that all operations relating to the controller 
11 are directly controlled by the controller 11. 
As shoWn in FIG. 7, When the battle process is started, the 

controller 11 ?rst monitors receipt of an operation inputted 
by the player via the input device 3 (step S101). Then, it is 
judged based on the received operation input Whether a 
magic attack is designated (step S102). If no magic attack is 
designated, the controller 11 designates an attack or defense 
action other than a magic attack (step S103). Then, process 
ing for a battle betWeen the player character and an enemy 
character designated as an attack target is executed accord 
ing to the designated content, Wherein damages are calcu 
lated and images and sounds for the battle are produced (step 
S109). 
On the other hand, if the magic attack is designated at step 

S102, a name of a designated magic is identi?ed according 
to the operation inputted by the player (step S104). Then, the 
attack area setting table 21 is ?rst referred to so as to identify 
a name of an “area” item corresponding to the designated 
magic. Subsequently, the battle control table 20 is referred to 
so as to judge Whether the identi?ed “area” item is possessed 
by the player character (step S105). 

If the identi?ed “area” item is possessed by the player 
character, it is judged Whether there is a command from the 
player to attack in the area designation mode (step S106). If 
the identi?ed “area” item is possessed by the player char 
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acter and there is such a command from the player, the area 
designation mode process is executed (step S107). In the 
area designation mode process, an attack area is displayed 
and one or more enemy characters Within such an attack area 
are designated as attack targets, Which Will be described later 
in detail. 
On the other hand, if the player character does not possess 

the “area” item corresponding to the designated magic attack 
at step S105, or if there is no command to attack in the area 
designation mode even When such an “area” item is pos 
sessed by the player character, the single enemy designation 
mode process is executed (step S108). 

In the single enemy designation mode process, only a 
single enemy character is designated as an attack target 
using a cursor, Which Will be described later in detail. 
Then at step S109 folloWing step S103, S107 or S108, the 

processing for a battle is carried out according to the 
designated content as described above. Thereafter, it is 
judged Whether the battle is ?nished (step S110). Execution 
of steps S101 through S109 is repeated until the battle is 
?nished. Then, When all enemy characters in the battle are 
defeated or the player character is defeated, step S110 judges 
that the battle is ?nished, so that the battle process is 
terminated. 

FIG. 8 is a ?oWchart for explaining in detail the single 
enemy designation mode process executed at step S108 in 
FIG. 7. 
As shoWn in FIG. 8, processing for displaying a cursor is 

?rst carried out (step S201). Thus, as shoWn in FIG. 9, a 
cursor 63 is displayed on a screen 60 of the output device 6. 
Then, the cursor 63 is moved on the screen 60 according to 
an operation inputted by the player via the input device 3 
(step S202). Thus, as shoWn in FIG. 10, the cursor 63 is 
moved to a position determined by the operation input via 
the input device 3. 
An enemy character designated by the cursor is high 

lighted (step S203). Speci?cally, as shoWn by hatching in 
FIG. 9 or 10, an enemy character 64a or 64c designated by 
the cursor is on-and-off displayed in red. Thus, an enemy 
character to be an attack target is made clear visually. 

Subsequently, it is judged Whether a determining opera 
tion for determining an enemy character to be attacked is 
carried out by the player (step S204). Until the determining 
operation is performed, execution of steps S202 to S204 is 
repeated. If the determining operation is performed, the 
single enemy character designated by the cursor 63 is set as 
an attack target and alloWed to be attacked (step S205). 

Accordingly, in the single enemy designation mode, only 
a single enemy character designated by the cursor becomes 
an attack target. Speci?cally, if the determining operation is 
carried out in the state shoWn in FIG. 9, the enemy character 
64a becomes an attack target and, if the determining opera 
tion is carried out in the state shoWn in FIG. 10, the enemy 
character 64c becomes an attack target. Then, the processing 
for a battle betWeen the player character 62 and the enemy 
character 64a or 64c being the attack target is executed at 
step S109 in FIG. 7. 

FIG. 11 is a ?oWchart for explaining in detail the area 
designation mode process executed at step S107 in FIG. 7. 
As shoWn in FIG. 11, the designated magic is ?rst 

identi?ed (step S301). Then, referring to the attack area 
setting table 21, attack area data corresponding to the 
identi?ed magic is obtained (step S302). Speci?cally, as 
shoWn in FIG. 4, if the identi?ed magic is “thunder”, the 
shape “cross” and siZe “(5x5)” are obtained as attack area 
data. 

Subsequently, coordinate data of the player character is 
obtained from the battle control table 20, and an attack area 
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is set based on the obtained coordinate data of the player 
character and the attack area data obtained at step S302 and 
displayed (step S303). For example, as shoWn in FIG. 3, it 
is assumed that “P0(X0,Y0,Z0)” is stored as the coordinate 
data of the player character and that the shape “cross” and 
siZe “(5 x5)” are obtained as the attack area data at step S302. 
Then, as shoWn in FIG. 12, a cross-shaped attack area 65a 
having the siZe of (5x5) is set With respect to a point 
corresponding to he coordinate data “P0(X0,Y0,Z0)” of the 
player character and displayed on the screen 60. 

Then, one or more enemy characters located Within the 
attack area are identi?ed (step S304). Speci?cally, since the 
shape and siZe of the attack area 65a shoWn in FIG. 12 and 
the coordinate data “P0(X0,Y0,Z0)” of the center of the 
attack area 65a are obtained, it is possible to identify 
coordinate data in the attack area 65a. Further, coordinate 

data “P1(X1,Y1,Z1)”, “P2(X2,Y2,Z2)” and “P3(X3,Y3,Z3)” of 
enemy characters can be obtained from the battle control 
table 20. Thus, by judging Whether the coordinate data of 
each of the enemy characters is located Within the attack area 
65a, it is possible to identify one or more enemy characters 
located Within the attack area 65a. 

Then, it is con?rmed based on a result of the identi?cation 
at step S304 Whether there exist one or more enemy char 
acters Within the attack area (step S305). If one or more 
enemy characters exist in the attack area, such one or more 
enemy characters are on-and-off displayed in red (step 
S306). Thus, as shoWn by hatching in FIG. 12, the enemy 
character 64a existing in the attack area 65a is on-and-off 
displayed in red. 

Then, it is judged Whether a determining operation for 
determining a position of an attack area is carried out by the 
player via the input device 3 (step S307). If such a deter 
mining operation is not performed, an attack area is moved 
along the unit squares in accordance With an operation of the 
direction keys of the input device 3 (step S308). 

Accordingly, if the player operates the direction keys of 
the input device 3 in the state Where the attack area 65a is 
displayed as shoWn in FIG. 12, the attack area 65a is moved 
along the unit squares and changed to an attack area 65b as 
shoWn in FIG. 13, ie the position of the attack area is 
displaced. 

After execution of step S308, execution of step S304 and 
subsequent steps is repeated. Accordingly, step S306 is noW 
executed in the state shoWn in FIG. 13 so that the enemy 
characters 64a and 64b are on-and-off displayed in red. 
On the other hand, if the position of the attack area is 

determined at step S307, one or more enemy characters 
existing in the attack area are set as attack targets and 
alloWed to be attacked (step S309). 

Therefore, if the position of the attack area is determined 
in the state shoWn in FIG. 12, only the enemy character 64a 
existing in the attack area 65a is set as an attack target so that 
the player character 62 can make an attack only to the enemy 
character 64a. On the other hand, if the position of the attack 
area is determined in the state shoWn in FIG. 13, the enemy 
characters 64a and 64b existing in the attack area 65b are set 
as attack targets so that the player character 62 can make an 
attack against the enemy characters 64a and 64b. 
As described above, according to the video game appa 

ratus 1 in this embodiment, step S105 judges Whether the 
player character possesses an “area” item corresponding to 
a magic attack designated by an operation inputted by the 
player. Then, only When the player character possesses such 
an “area” item, the area designation mode process is 
executed. Thus, depending on Whether the player character 
possesses an “area” item corresponding to a designated mac 

15 

25 

35 

45 

55 

65 

10 
attack, the designation manner of one or more enemy 
characters can be changed betWeen the single enemy des 
ignation mode and the area designation mode. 

Further, the attack area setting table 21 stores different 
shape and siZe data about attack areas for the respective 
magic attacks, and steps S302 and S303 obtain attack area 
data corresponding to a designated magic attack and set a 
corresponding attack area. Thus, the shape and siZe of an 
attack area differ depending on a magic attack designated by 
the player. Accordingly, for example, the player designates 
a magic attack in consideration of positions of enemy 
characters so as to effectively designate as many enemy 
characters as possible. This enhances the attractiveness of 
the game from a strategic aspect. Further, the attack area can 
be moved through execution of step S308. 

In the foregoing preferred embodiment, the present inven 
tion is realiZed using the home-use game apparatus as a 
platform. HoWever, the present invention may also be real 
iZed using a personal computer or an arcade game apparatus 
as a platform. 

In the foregoing preferred embodiment, the program and 
data for realiZing the present invention are stored in a 
CD-ROM, and the CD-ROM is used as a storage medium. 
HoWever, a storage medium is not limited to a CD-ROM, 
but may be a computer-readable magnetic or optical storage 
medium or semiconductor memory other than the CD-ROM. 
Further, the program and data for realiZing the present 
invention may be preinstalled in a storage of a game 
apparatus or computer. 
The program and data for realiZing the present invention 

may be doWnloaded from another device on the netWork 100 
connected via the communication cable 99, using the com 
munication interface 17 shoWn in FIG. 1. On the other hand, 
the program and data for realiZing the present invention may 
be stored in a storage of another device on the communi 
cation cable 99 and transferred to the RAM 12 via the 
communication interface 17 upon using them. 

Further, the program and data for realiZing the present 
invention may be provided as a computer data signal embod 
ied in a carrier Wave from another device on the netWork 
100. In this case, transmission of the computer data signal is 
requested to the device on the netWork 100 from the com 
munication interface 17 via the communication cable 99 so 
that the transmitted computer data signal is received and 
stored in the RAM 12. It is possible to realiZe the present 
invention by the video game apparatus 1 using the program 
and data thus stored in the RAM 12. 
While the present invention has been described in terms 

of the preferred embodiment, the invention is not to be 
limited thereto, but can be embodied in various Ways With 
out departing from the principle of the invention as de?ned 
in the appended claims. 
What is claimed is: 
1. A video game apparatus for playing a video game 

Wherein a battle is made betWeen a ?rst and a second 

character, said apparatus comprising: 
storage means for storing an item and an attack area 

corresponding to each of attacks executable by said ?rst 
character; 

detecting means for, When one of said attacks is desig 
nated in response to an operation inputted by a player, 
detecting Whether said ?rst character possesses one of 
said items Which is stored in said storage means so as 
to correspond to said designated attack; 

area displaying means for, When said detecting means 
detects that said ?rst character possesses said one of 
said items, displaying one of said attack areas Which is 
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stored in said storage means so as to correspond to said 
designated attack; and 

attack allowing means for allowing said ?rst character to 
attack said second character When said second charac 
ter is located in said one of said attack areas displayed 
by said area displaying means. 

2. The video game apparatus according to claim 1, 
Wherein said area displaying means moves a display position 
of said one of said attack areas in response to an operation 
inputted by the player. 

3. A video game apparatus for playing a video game 
Wherein a battle occurs betWeen characters, said apparatus 
comprising: 

a display that displays an image shoWing a battle state 
betWeen said characters in response to a ?rst operation 
input by a player; 

a display that displays an attack area, corresponding to an 
attack designated by said ?rst player operation, on said 
displayed image; 

an attack area mover that moves said attack area folloW 

ing a predetermined rule in response to a second 
operation input by the player; 

a display manner changer that changes a display manner 
of said at least one of said characters, When at least one 
of said characters is located in said attack area, and 

a target character speci?er that speci?es as an attack target 
said at least one of said characters Whose display 
manner is changed. 

4. A method of playing a video game Wherein a battle is 
made betWeen a ?rst and a second character, said method 
comprising: 

a detecting step for, When an attack to be made by said 
?rst character is designated in response to an operation 
inputted by a player, detecting Whether said ?rst char 
acter possesses an item Which is stored in advance 
corresponding to said designated attack; 

an area displaying step for, When said detecting step 
detects that said ?rst character possesses said item, 
displaying an attack area Which is stored in advance 
corresponding to said designated attack; and 

an attack alloWing step for alloWing said ?rst character to 
attack said second character When said second charac 
ter is located in said attack area displayed at said area 
displaying step. 

5. The method according to claim 4, Wherein said area 
displaying step moves a display position of said attack area 
in response to an operation inputted by the player. 

6. A method of playing a video game Wherein a battle 
occurs betWeen characters, said method comprising: 

displaying an image shoWing a battle state betWeen said 
characters in response to a ?rst operation input by a 
player; 

displaying an attack area, corresponding to an attack 
designated by said ?rst player operation, on said dis 
played image; 

moving said attack area folloWing a predetermined rule in 
response to a second operation input by the player; 

changing a display manner of said at least one of said 
characters, When at least one of said characters is 
located in said attack area; and 

specifying as an attack target said at least one of said 
characters Whose display manner is changed. 

7. A computer-readable storage medium storing a pro 
gram for causing a computer to eXecute a video game 
Wherein a battle is made betWeen a ?rst and a second 

character, said program comprising: 
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12 
a detecting step for, When an attack to be made by said 

?rst character is designated in response to an operation 
inputted by a player, detecting Whether said ?rst char 
acter possesses an item Which is stored in advance 
corresponding to said designated attack; 

an area displaying step for, When said detecting step 
detects that said ?rst character possesses said item, 
displaying an attack area Which is stored in advance 
corresponding to said designated attack; and 

an attack alloWing step for alloWing said ?rst character to 
attack said second character When said second charac 
ter is located in said attack area displayed at said area 
displaying step. 

8. The computer-readable storage medium according to 
claim 7, Wherein said area displaying step moves a display 
position of said attack area in response to an operation 
inputted by the player. 

9. A computer-readable storage medium storing a pro 
gram for causing a computer to eXecute a video game 
Wherein a battle occurs betWeen characters, said program 
comprising: 

displaying an image shoWing a battle state betWeen said 
characters in response to a ?rst operation input by a 
player; 

displaying an attack area, corresponding to an attack 
designated by said ?rst player operation, on said dis 
played image; 

moving said attack area folloWing a predetermined rule in 
response to a second operation input by the player; 

changing a display manner of said at least one of said 
characters, When at least one of said characters is 
located in said attack area; and 

specifying as an attack target said at least one of said 
characters Whose display manner is changed. 

10. A computer data signal embodied in a carrier Wave 
and including a program for causing a computer to eXecute 
a video game Wherein a battle is made betWeen a ?rst and a 
second character, said computer data signal comprising: 

a detecting step for, When an attack to be made by said 
?rst character is designated in response to an operation 
inputted by a player, detecting Whether said ?rst char 
acter possesses an item Which is stored in advance 
corresponding to said designated attack; 

an area displaying step for, When said detecting step 
detects that said ?rst character possesses said item, 
displaying an attack area Which is stored in advance 
corresponding to said designated attack; and 

an attack alloWing step for alloWing said ?rst character to 
attack said second character When said second charac 
ter is located in said attack area displayed at said area 
displaying step. 

11. A game apparatus for playing a video game in Which 
a battle occurs betWeen a ?rst character and a second 

character, the apparatus comprising: 
a storage area that stores a plurality of attacks, Which are 

executable by the ?rst character, a plurality of items, 
Which correspond to the plurality of attacks, and a 
plurality of attack areas, Which correspond to the plu 
rality of attacks; 

a detector that detects Whether the ?rst character pos 
sesses an item corresponding to the designated attack 
When one of the attacks is designated in response to a 
?rst input operation by a player; 

a display that displays an attack area corresponding to the 
designated attack When the detector detects that the ?rst 
character possesses the corresponding item; and 
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an attack allowing system that allows the ?rst character to 
attack the second character When the second character 
is located in the attack area displayed by the display. 

12. The video game apparatus according to claim 11, 
Wherein the display moves a display position of the attack 
area in response to a second input operation by the player. 

13. A video game apparatus for playing a video game in 
Which a battle occurs betWeen characters, the apparatus 
comprising: 

an image display system that shoWs a battle state betWeen 
the characters in response to a ?rst operation input by 
a player; 

an attack area display system that displays an attack area, 
corresponding to a player designated attack, on the 
displayed image; 

a movement system that moves the attack area folloWing 
a predetermined rule in response to a second operation 
input by the player; 

a system that changes a display manner of a character 
When the character is located in the attack area; and 

a targeting system that speci?es as an attack target the 
character Whose display manner is changed. 

14. A method of playing a video game in Which a battle 
occurs betWeen a ?rst character and a second character, the 
method comprising: 
When an attack to be made by the ?rst character is 

designated in response to a ?rst operation input by a 
player, detecting Whether the ?rst character possesses 
an item corresponding to the designated attack; 

displaying an attack area, corresponding to the designated 
attack, When the detecting detects that the ?rst character 
possesses the item; and 

alloWing the ?rst character to attack the second character 
When the second character is located in the displayed 
attack area. 

15. The method according to claim 14, Wherein the area 
displaying further comprises moving a display position of 
the attack area in response to a second operation input by the 
player. 

16. A method of playing a video game in Which a battle 
occurs betWeen characters, the method comprising: 

displaying an image shoWing a battle state betWeen the 
characters in response to a ?rst operation input by a 
player; 

displaying an attack area, corresponding to a player 
designated attack, on the displayed image; 

moving the attack area folloWing a predetermined rule in 
response to a second operation input by the player; 

When at least one of the characters is located in the attack 
area, changing a display manner of the at least one 
character; and 

specifying as an attack target the at least one character 
Whose display manner is changed. 

14 
17. A computer-readable storage medium storing a pro 

gram for causing a computer to execute a video game in 
Which a battle occurs betWeen a ?rst character and a second 

character, the program comprising: 
5 When an attack to be made by the ?rst character is 

designated in response to a ?rst operation input by a 
player, detecting Whether the ?rst character possesses 
an item corresponding to the designated attack; 

displaying an attack area corresponding to the designated 
attack, When the detecting detects that the ?rst character 
possesses the item; and 

10 

alloWing the ?rst character to attack the second character 
When the second character is located in the displayed 
attack area. 

18. The computer-readable storage medium according to 
claim 17, Wherein the area displaying further comprises 
moving a display position of the attack area in response to 
a second operation input by the player. 

19. A computer-readable storage medium storing a pro 
gram for causing a computer to execute a video game in 
Which a battle occurs betWeen characters, the program 
comprising: 

20 

displaying an image shoWing a battle state betWeen the 
characters in response to a ?rst operation input by a 
player; 

25 

displaying an attack area, corresponding to a player 
designated attack, on the displayed image; 

30 . . . . 

moving the attack area following a predetermined rule in 
response to a second operation input by the player; 

When at least one of the characters is located in the attack 
area, changing a display manner of the at least one 

35 character; and 
specifying as an attack target the at least one character 
Whose display manner is changed. 

20. A computer data signal embodied in a carrier Wave 
and controlled by a program for causing a computer to 
execute a video game in Which a battle occurs betWeen a ?rst 

character and a second character, the computer data signal 
comprising: 

40 

When an attack to be made by the ?rst character is 
designated in response to a ?rst operation input by a 
player, detecting Whether the ?rst character possesses 
an item corresponding to the designated attack; 

45 

displaying an attack area corresponding to the designated 
attack, When the detecting detects that the ?rst character 

50 possesses the item; and 

alloWing the ?rst character to attack the second character 
When the second character is located in the displayed 
attack area. 


